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ABSTRACT

Digital games are generating various types of virtual landscape and the importance of
virtual landscape has been arises. However, there has not been any research done how to
design the virtual landscape. To establish virtual landscape design methodology, establishing
the classification system and suggesting the representative type of virtual landscape is needed.
With this research, I collected the classification standard and established five standards; story,
cooperation, interaction level, dimensions and shape of the space. With that system, I classified
digital game and could prove the effectiveness. Also by classifying cases through 20 years of
timeline, I could come out with three representative types. This result will work as a reference
to the future research; establishing design methodology on virtual landscape.

Keyword : Virtual landscape(7Vd 743), Game design(AlY) TAQD), Design
methodology (] A6l W) Digital game classification(t]X & Al 5
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[Table 1] Standards from literature reviews
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User Interaction Spacq and Space
References Story Complexity Level D.ACUOIF Shape
imension
Fullerton, 2014 [4] 0 0 o o -
Rogers, 2014 [5] 0 - 0 0 0
Schell, 2014 [6] 0 - 0 0 -
Crawford, 2003 [7] o) - - o) o)
Apperley, 2006 [8] o) - - - 0
Ervin, 2001 [9] - o) - - 0
Kalay et al., 2005 [10] - ol - - -
Lecky, 2002 [11] 0 - - - -
Rollings et al., 2003 [12] 0 0 0 o o
Rollings et al., 2003 [13] o) o) o) o) o)
Kim et al., 2013 [14] o) - - 0 -
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[Table 2] Standard, its variables and requirements

Standard | Variables Requirements
Generating Story Wlthou.t any
designed ending
Story Story with designed
Ra < ending
Single Single User
User Growp Multiple Users sharing
Complexity same or opposite goal
Massive Containing more than
two groups
elements only
None interacts as the edge
) of the space
Interaction - .
. User can interact with
Level Partial A
designed elements
User can interact with
All
every elements
XY based space with
2D2D
XY movement
oD3D XY based space with
Space and XYZ movement
Action XY based space with
Dimension | 3D2D multiple XY
movements
33D XYZ based space with
XYZ movement
Free movement in
Space Spot firm boundary of the
Shape space
Linear Forced movement in

clear boundary of the
space
Combination between

Chai ~ .
am Spot and Linear space
Free movement in
Face vague boundary of the

space

Ao Ajbe O 7 BRVIE AMed
g, @44, 4zwd A= I, 30y
g'el 1 519 FEES &8st PC AY 50719
& AY 50ME 2R Ade JAge A2y
[Table 313 #& ZA#7F =&HJAch BE &7
HA A BH{7F E7F5E AlElZE ARk gol 8l
T EF 7Y Fade A 5 ddnh o
TS5 F7F ATl gds A7 uAEE Ad o
o] AFdEe] v AFS st AT FEHS
gelg ot IS ek

[Table 3] Classification effectiveness test

Standard Variables (%)
Generating 47
Story Representing 53
nonclassifiable 0
Single 75
User Group 24
Complexity | Massive 1
nonclassifiable
None 44
Interaction | Partial 51
Level All 5
nonclassifiable 0
2D2D 41
Space and | 2D3D 0
Action 3D2D 41
Dimension | 3D3D 18
nonclassifiable 0
Spot 49
Space L‘ine.ar 30
Shape Chain 12
Face 9
nonclassifiable 0
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[Table 4].

[Table 4] Representative types of virtual
landscape in digital games

Type Title
Representing-Single - Partial - Main
3D3D-Chain type
Generating -Single-Partial- World
3D3D-Face type
Representing -Single—Partial - Persian
2D2D-Linear type

‘FAY(Main type)& 20139 |52 dFAES
ola ot s M we FoE 8781
2ol AA WEEe] 449l gRE daF g
D AF e dE AlElZ% Playstation 3 7]
9] ‘The Last of us® &°] 9o Ian L.

¥

=

McHarg®] Overlay Design Methodology Sl
gt AFAA HL&S 7T & Yk 4=
(World Type)& 20133 o]FZ H3 ASAHE
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s

N
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o do o

Al ABA 27 A7 WY

2 < 719 F ok miHgez ‘¥
Jo}& (Rersian Type)-& 2008 d o]% gt
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_12*4
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=
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3) Naughty Dog, [The Last of Us], 2013
4) Coffee Stain Studios, [Goat Simulator], 2014
5) Red Hook Studios, [Darkest Dungeonl, 2016
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